












































































































第 3 章では、第 2 章で構築した＜学びの概念モデル＞の有効性について 2 つの方法で検



















































Conceptual Model Development of Learning Through the Experience of 
Animation Expression: Focusing of Primary and Secondary Art 
Education 
 
This thesis focuses on animation expression education in primary and secondary 
arts classes and develops a conceptual model to form the basis for educational 
practices (this model structurally delineates the interrelationships among the multiple 
components of learning which are elucidated in this research).   
In Japanese primary and secondary education, animation-related teaching materials 
can be found in textbooks on subjects including arts, technology and information. In 
particular, a wide variety of animation-related material has been featured in arts 
textbooks from all publishers from the 2010s onwards. However, in contrast to this 
current situation, the classroom use of animation teaching materials has not spread as 
much, and four surveys of arts educators conducted by the author at workshops from 
2013 to 2016 found that less than 40% of the educators had experience teaching 
animation in the classroom. Until now equipment access has been seen as the biggest 
obstacle to the spread of animation and visual media education; however, Ministry of 
Education research has found that this issue is gradually being alleviated. While we 
can expect that the resolution of equipment issues will make it easier to integrate 
animation expression into education, most likely equipment improvements will not 
directly result in raising the quality of education. First, teachers need to be given more 
opportunities to actually experience animation expression activities, and at the same 
time it is necessary to have teachers think deeply about the significance of including 
animation expression in arts education. However, the basic theory to serve as the 
foundation for education does not yet exist, as there are few examples of prior research 
that discuss animation expression from an educational perspective.  
Given the above background, this thesis focuses on the culminated arts textbooks 
as basic materials about animation education to date and undertakes comprehensive 
analysis to clarify the learnings found in animation teaching materials. However, it is 
not enough to simply list the aims of the educational materials as given in the textbooks, 
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as the educational objectives cannot be elucidated without specifying the relationships 
among those aims. In order to overcome this problem, this thesis proposes an effective 
method to ensure that practical educational objectives do not become ambiguous. This 
method is structural specification through a conceptual model that clarifies the 
relationships among multiple educational objectives. The ultimate goal of this thesis is 
to develop a practical conceptual model to serve as the foundation for animation 
educational practices that bring about ideal learning. 
 This thesis discusses the following four research topics in developing the 
conceptual model. The first research topic deals with the conceptual model for 
animation educational objectives through analyzing 25 animation teaching materials 
from current arts textbooks. After identifying the educational objectives, this thesis 
develops a conceptual model that specifies the relationships among those educational 
objectives using a two-layer structure. The second research topic examines 
educational perspectives based on the historical context of animation teaching 
materials through analyzing all animation teaching materials in primary and secondary 
school arts textbooks in Japan after World War Two and clarifies the educational 
perspectives within a historical timeline. The third research topic explores a 
conceptual model for learning through animation expression. This thesis develops a 
conceptual model that specifies the basic structure for learning for each of the above 
educational perspectives. Finally, the fourth research topic considers the validity of 
the conceptual model through its application in practical evaluations, and also its use 
as the basis for instructional methods. 
Following is an overview of the chapters that comprise this thesis. 
Chapter 1 presents the overall structure of the thesis along with the research 
background and objectives. The research background gives an overview of the current 
state of primary and secondary school animation education and reviews the research 
in various areas including educational technology, media research, animation research, 
and studies in arts education. The findings show that in all of these areas, the 
significance of including animation expression in education has not been fully studied 
in terms of both theory and empirical evidence.  
Chapter 2 presents comprehensive analysis of all animation teaching materials in 
elementary, junior high and high school arts textbooks. After clarifying the various 
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elements included in the textbooks, the chapter develops a conceptual model that 
elucidates the fundamental structure of animation education [The first research topic]. 
First, Section 2.1 clarifies the chapter objectives, and Section 2.2 conducts synchronic 
analysis of 25 examples of animation teaching materials in existing elementary, junior 
high and high school textbooks and divides the educational goals found in these 
teaching materials into 10 categories (creating the expression of movement; creating 
narrative expression; systems and principles, techniques, tools and materials; 
historical context;  the function of visual communication; basic visual literacy 
reasoning; methods for ideas and concepts; the significance of collaborative 
production; and societal context). Also, this section identifies the problem of 
“educational goal ambiguity” for animation teaching materials in current textbooks. 
As a valid means to resolve this problem, the section then develops a “two-level model 
regarding animation education goals” (Two-layer Model) based on the hypothesis it is 
valid to develop a conceptual model that elucidates the fundamental structure of the 
various elements included in the teaching materials. 
Sections 2.3 through 2.5 present diachronic analysis of animation teaching materials 
in arts textbooks for elementary, junior high and high school respectively [The second 
research topic]. The analysis utilizes the Two-layer Model to elucidate the 
characteristics for each period of schooling. The results identify the following five 
educational perspectives in animation teaching materials: Constructive Education, 
Media Education, Creativity Education, Visual Communication Education, and Verbal 
Communication Education. Section 2.6 presents comprehensive analysis of the results 
from the above diachronic analysis. This section reconsiders the meaning of the five 
educational perspectives after broadly dividing the history of animation teaching 
materials into “early,” “middle” and “late” periods based on rethinking the history 
from the five perspectives.  
Based on the above discussions, Section 2.7 aims to develop a conceptual model for 
“learning through the experience of animation expression.” [The third research topic] 
With the Two-layer Model as the basis, this section extracts only the key elements 
from the five educational perspectives to develop a conceptual model of “five learnings 
through the experience of animation expression” (Learning Model). Media Education 
is positioned as a “meta perspective” that gives meaning to the other four educational 
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perspectives from a “societal” perspective in the Learning Model. 
Chapter 3 uses two methods to discusses the validity of the conceptual model 
developed in Chapter 2 [The fourth research topic]. The first method assesses 23 cases 
of animation education practice using the Learning Model (Section 3.2). The practical 
evaluation using this model shows that discussion easy to do when focusing on each 
practical educational objective, and that it is effective for finding problems and best 
practices. Also, when outstanding teaching methods for specific practices are found, 
it is found that use of the model also makes it easy to apply those methods to other 
practices. Furthermore, the relationships among the aims in the upper and lower layers 
of the Learning Model can be categorized as either “unified,” “bi-direction,” “one 
direction,” or “conflicting.” 
The second method (Section 3.3) undertakes psychological experiments to assess 
the validity of specific instructional methods based on the Learning Model. As a 
specific proposal for instruction based on the conceptual model, this thesis proposes 
“visual comparison of animation (method for simultaneous viewing of multiple 
animations on a screen, side by side),” which is modeled after comparative 
appreciation education for painting. Then, psychological experiments are used to 
investigate the effectiveness of this proposal. The results show significant difference 
only for the dimension of “naturalness” in response to the stimulation of “walking” 
stop-motion animation. In regards to the Learning Model, this thesis concludes that it 
is possible that “visual comparison of animation” is effective in regards to the “visual 
communication education” objective, which focuses on how visual information is 
conveyed.   
Chapter 4 presents the conclusions based on the comprehensive discussion of this 
thesis. The comprehensive discussion is approached from the following four 
perspectives. First, from the perspective of developing the conceptual model, the Two-
layered Model clearly overviews the aims in animation educational materials as seen 
in a wide range of current textbooks, and it is significant in presenting a blueprint of 
the variety within animation education. Secondly, the perspective of contributions to 
instructor support is considered. From this perspective, the Learning Model clarifies 
and simplifies the aims deserving focus for each of the five educational perspectives, 
and it is significant in terms of the potential for providing educational direction 
 10 
regardless of the practitioners’ preexisting experience or specialized knowledge. 
Thirdly, the perspective of suggestions for media education is considered. From this 
perspective, “Media Education” can be positioned as a meta perspective for the 
Learning Model, and has originality in terms of proposing clear guidelines regarding 
the need to focus on ex-post reflections in order to encourage critical thinking 
regarding media. The fourth perspective involves methodology. The Learning Model 
has adequacy in terms of being developed based on comprehensive data analysis of 
arts textbooks, and the validity of the model has been considered in terms of both 
literature review and research through psychological experiments. However, the 
research experiments focused on assessing the validity of parts of the conceptual 
model, and the methodology remained limited. In the future, this thesis argues the 
need to further assess the validity of the model through approaches such as changing 
the types of visuals.  
This thesis argues the following conclusions. This thesis has identified relationships 
among the ten aims based on animation educational materials in arts textbooks 
(creating the expression of movement; creating narrative expression; systems and 
principles, techniques, tools and materials; historical context;  the function of visual 
communication; basic visual literacy reasoning; methods for ideas and concepts; the 
significance of collaborative production; and societal context), and the Two-layered 
Model is the conceptual model that specifies the structure of those relationships. And, 
in terms of “learning through the experience of animation expression,” the following 
five perspectives have emerged within a historical timeline (Constructive Education, 
Creativity Education, Media Education, Visual Communication Education, and Verbal 
Communication Education). This thesis develops the Learning Model to fulfill the aim 
of creating a conceptual model that provides the foundations for educational practices 
that bring about ideal learning. This same model provides guidelines from the five 
educational perspectives based on the historical context of textbooks in response to 
the practice of animation education, which has had diverse goals. Thus, the model is 
meaningful as a “map” for practitioners engaged in animation expression education. 
Animation expression includes diverse elements, which results in the tendency for the 
educational objectives to become ambiguous. In response, the findings have great 
significance from the perspective of instructor support as a practical tool for providing 
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clear guidelines.   
 
